VENERATE ME 
Setting 

There is a land where the miracles are common, faith is currency and paragons define their 
deity. 

The inner land is a paradise while the outer land is a battlefield. The edges of the world are 
filled with the last followers of dead deities. 

You are a paragon, a mortal that speaks for your deity and acts with their power. 

You will convince the world of their power, usurp it for yourself or die trying. 

This is the Chosen Land. 


What is Venerate Me? 


Venerate Me is a roleplaying game that aims to generate stories. Every part of your 
character is designed to give you, and the game master, something to roleplay with and 
create story hooks for. This system highly abstracts combat and skill checks and focuses 
more on emotion. The setting is intentionally light, it lets you fill in the world as you need but 
gives some guidelines on how to build the world to give you a starting point. Technology in 
the Chosen Land is specifically vague but Grecian or Medieval settings are the easiest to 
work with as they offer some powerful lore and starting points, there is no reason this system 
couldn’t be used in a modern day or futuristic setting however. 


Basics 


You are a paragon of your deity, one of seven that show the world what your deity is. 

When you make a big decision it changes how the world sees your deity and this changes 
your deity. Your god is either traditional or adventurous and also collectivist or individualistic. 

Being a paragon grants you the ability to use miracles. You became a paragon because you 
needed this power to help those you care about. 

You have groups of people you care about. You will always have your deity and the 
followers of your deity as a group. You also pick three others that you care about. These 
groups will have needs, wants and vices. 


Roll 1d6 to do anything, on a 5 ora 6 you succeed. You can reroll if it is in the domains of 
your deity and once for each follower from a community with that domain. 



Character Creation 


Deity 

Your Deity is who you start the game serving, they may be part of a pantheon but this is the 
single deity that you act as the Paragon for. Deities have three domains, three communities, 
an alignment and a name. 

Domains 

Choose three of the domains listed below. These are the core aspects of your deity, these 
grant you a reroll when using that domain. 

Communities 

Pick one dominant domain and one dominant alignment for three communities, you will then 
hand the communities around and the other players will pick needs, threats and vices for 
them. You also get a follower from each of the communities which give you an extra reroll of 
their community’s dominant domain. 

You should also write down information about the follower from each community such as 
how they look and what they act like. Other players may roleplay your characters using this 
information when they aren’t in the scene and the GM will also do this, so the more 
information the better. Followers care mainly about their communities but also look for 
personal glory. 

Alignment 

Choose 1 to 7 where one is your Deity is extremely traditional and 7 is your Deity is 
extremely adventurous. 

Choose 1 to 7 where one is your Deity is extremely individual focused and 7 is your Deity is 
extremely collective focused. 

Tradition and adventure can simply be described as does your Deity try to change how 
things work or keep the world constant. How many risks will they take? How much do they 
rely on ritual? 

Individual and collective is how much they are willing to sacrifice the one to support the 
many or how much one should gain for themselves. Is the ruler a king or a council? Should 
one starve to save the group? 

Name 

Now draw on the different aspects of your deity and name them. They may have many 
names and titles but choose the one your paragon identifies with. You might also want to 
define what they appear as in the mortal world most often, also known as their avatar. 



Paragon 

Your paragon should have a name, a look and a calling. 

A Calling is why your character became a paragon. It is a selfish purpose that you are still 
working for. It is something that only a person with the power of their deity would be able to 
do. There are also reasons why you can’t do it straight away. 

Domains 

Everything in the world has domains, some even have multiple ones, however it is only 
places that truly exemplify an aspect of the world that will represent a domain. Below lists the 
domains and how to identify them. Domains are mostly represented by locations but 
occasionally a person will be such an example of something they will be a domain. 


Domain name 

What is affects: What you should use it for when rolling 

Examples of loci: What places in the world will be dominantly that domain 

Weather 

What is affects: Farming, predicting weather patterns, interaction with flying animals, 
acrobatics 

Examples of loci: Strong weather events like storms, large flocks of birds or nesting grounds 

Sun 

What is affects: Creating and stopping fires, destroying inanimate objects, noticing things 
Examples of loci: Daytime, large fires 

Moon 

What is affects: Theft, stealth, night, lies 
Examples of loci: Nighttime, criminal gangs 

Stone 

What is affects: Land animal interaction, Brute Strength, Endurance survival on land 
Examples of loci: Nature filled locations 

Sea 

What is affects: Water animal interaction, athletics, survival at sea 
Examples of loci: Oceans, rivers, seas, ships, harbours 



Craftsmen 

What is affects: Trading, haggling, crafting practical goods 
Examples of loci: Markets, workshops 

Duty 

What is affects: Law, ceremony, focusing during dull labour 
Examples of loci: Courthouses, formal ceremonies 

War 

What is affects: The act of fighting, tactics, 

Examples of loci: Battlefields, barracks, armies, great generals 

Travel 

What is affects: Searching, speed, navigation, driving vehicles 
Examples of loci: Large roads, convoys, gates 

Death 

What is affects: Death rites, murder, assassination, sleep, dreams 

Examples of loci: Cemeteries, scene of a recent murder, large groups of sleeping people, 

funerals, assassins 

Wisdom 

What is affects: Identifying miracles, knowing common knowledge, learning 
Examples of loci: Schools, teachers, philosophers, 

Fate 

What is affects: Predicting future events, Guessing, Luck, gambling 
Examples of loci: Casinos, fortune tellers, lucky/unlucky events 

Art 

What is affects: Crafting the ornamental, singing, drawing, painting, instruments, disguise 
Examples of loci: Galleries, performances 

Love 

What is affects: Convincing, seducing, Negotiating 
Examples of loci: Brothels, ancestral family homes, marriages 

Communities 

The world is divided into communities. These are what the areas are known for and vary in 
size and importance. A general rule is a small town will have one to two communities, a 
large town will have around five and a large city will have more than five depending on its 



size. Some areas outside of a town will have a community, wherever groups of people meet 
and form power relationships. Other communities aren’t bound by geographical proximity 
such as a network of merchants who all communicate with each other. 

Every community should have their rating of individualism vs collectiveness and tradition vs 
adventure. 

Each community should have a central domain, and an alignment, either on one axis or 
both. 



Playing the Game 

Interacting with the world 

Simple actions 

Roll one six sided dice (1d6), on a 5 or 6 you succeed in what you are trying to do. You may 
retold once if the action is under the domain of your deity and am extra time for each follower 
you have with that domain. Scars may also grant you additional rerolls. 

Contested actions 

When someone is trying to stop you doing an action, or trying to do it better/before you, you 
need a contested roll. The aggressor of the scene rolls first, they describe their action and on 
a 5 or a 6 they succeed like normal. The defender then needs to narratively describe what 
they do to contest this and roll. On a 5 and a 6 start the process again until one side gives up 
or fails. On failing the losing side takes damage if appropriate and their action fails while the 
other party succeeds. After this either side may want to continue the conflict if possible to 
deal more damage or do a new action. You can use rerolls but the entire sequence counts 
as one roll. It is also possible to change what domain you are using to roll if the situation 
demands it but this is under the guidance of the GM (This will also let you use more rerolls). 

Combining efforts 

If two players want to accomplish the same thing, have one player roll and the other player 
gives them any rerolls they would have access to in that situation. 

Interacting with Communities 

During play, the players will try and convince communities to join their deity. Their is a 
number of ways a player might do this from violence to communication. Two general rules of 
thumb are this; If they player is using force to convince a community, they will need to deal 
with the strongest of the community somehow. If they use peaceful communication they will 
need to convince the people that this will aid them, usually through filling wants. Convincing 
a community to join their god gives a player another follower. 

Quests 

Communities demand things back from their deity and are a constant challenge to keep 
happy. Quests will quite often be something a community needs, dealing with a threat to a 
community or fixing some habit the community has developed, such as a vice or aborent 
practice. 

There are two ways to perform a quest; You can either go yourself and solve it or send some 
of your followers to that community. Going yourself is a normal roleplaying session and most 
of the time won’t be the focus of the entire session. If you send a follower you lose that reroll 



until the follower returns. When you send a follower the GM will give you some options of 
how they will deal with the problem based on their domain, this may not go perfectly but will 
most likely differ in the ideals created instead of simply failing. 

All quests should lead into logical follow up situations based on how they are dealt with. If 
they aren’t dealt with the problem should get worse or more problems should arise. If the 
players struggle too much with managing all their communities they should consider having 
less. 

Example; A community is gambling and this is against the wishes of your deity. You could 
send a warfare based follower who will kill the biggest offenders or make them work hard so 
they have no time to gamble. Or you could send someone that follows the craftsman domain 
to tax their gambling or to control their pay to stop such practices. A follow up consequence 
for killing the biggest offenders might be the town can no longer defend itself from raiders. 

Schisms 

Sometimes the communities that follow your deity won’t agree with your choices. If the 
alignment of your deity ever moves over one of the central axis then add a schism threat to 
all communities that don’t share an ideal with the current alignment of your deity. The schism 
problem is most easily removed by moving the alignment back to the previous position and 
will escalate into a full blown schism. A schism is a group of followers splitting off from the 
main mass and declaring the old group wrong/corrupt/evil. 

A general rule of thumb is communities with guiding ideals on different sides of the central 
axes will divide and now be in conflict. The new side has a different aspect of their deity 
leading them, it has different domains than the old version and their views will be radically 
opposed. This new side will quickly find Paragons if the old ones aren’t willing to join their 
cause. A schism ends when one side has no communities left, the losing deity absorbed by 
the winner. 

If your deity starts with no opinion and rests in the middle of an alignment scale then any 
move that they do will be seen as a betrayal of this neutrality and cause a schism. 



Combat 


Damage can take place in four ways; superficial flesh, serious flesh, superficial faith and 
serious faith. When you take three superficial wounds of the same type, the next amount of 
damage you take is an injury instead. Once you have taken one flesh injury the next flesh 
damage you take will kill you but you can choose to take flesh damage as faith damage 
instead at any point. Once you have taken three faith injuries the next set of faith damage 
you take puts you into a state of disbelief. 

Disbelief 

If you run out of faith completely you lose access to miracles, no longer get rerolls and 
cannot move physical damage into faith. This leaves you very vulnerable to death so the 
wisest course of action is to immediately flee or accept an offer to worship another deity. It is 
possible to regain your faith for your deity but you do not have access to rerolls, miracles or 
defending with faith until it is back at full. 

Healing 

It is possible to heal physical damage in many of the standard ways such as bed rest, 
medicine and similar actions. The level of medicine and technology is low in the chosen land 
so expect long wait times and permanent damage. You can also use miracles to heal 
wounds but calamities will still happen. 

It is more difficult to restore faith. Paragons have constant calls to actions from the 
communities they shepard. Faith is restored when your deity triumphs, you can restore one 
faith when you convert a rival paragon, perform a pilgrimage to all the communities that 
follow your deity or watching a miracle performed by another follower of your deity. On GM 
approval any other act of triumph can also restore faith such as the end of a long battle or 
victory with overwhelming odds. 


Scars 

When you take, and heal, an injury you gain a scar. This is a permanent reminder of what 
happened to you and can be very severe. Someone who wins all the time doesn’t learn 
though and these scars allow you to learn. Most rerolls are gained through your deity or 
followers but scars are the only way to increase your own power. For each scar you have 
you can spend an amount of time training and give yourself a permanent reroll in the domain 
of your choice. 



Miracles 


A miracle is an act of deity that does something extraordinary. Miracles draw on the power of 
nearby domains to create an effect in an area. A paragon can place small, hand made idols 
of their deity in locations with prominent domains to link them to the miracle. A rival paragon 
may hunt down the idols and destroy them to stop the miracle, so a miracle with more idols 
and linked domains will be more resilient. 

When one miracle is used against another, the players that own the miracles each roll 
(starting with the second miracle cast). If the player gets a 5 or a 6 on this roll their miracle 
remains constant. If they get a 1 -4 then one of the locations of the idol is drained of the 
aspects of the domain it was representing, the idol is destroyed, but the miracle remains 
stable. These rolls continue until one miracle runs out of idols to draw upon. Depending on 
the miracles at conflict, this process can take enough time for other characters to act and 
influence the outcome but hunting or making idols. Idols can be hunted down using the 
relevant skills such as wisdom or travel. 

Using a miracle creates a calamity. A desperate paragon can use their followers as domains 
which reflects on their communities, draining that aspect from them and causing additional 
calamities. A calamity is where your deity must divert their power from other tasks to perform 
a miracle. This moment usually causes a quest to be solved later on by the paragon. Most 
often this will be a threat taking advantage of this moment of weakness but sometimes it is a 
deity feeling slighted by a paragon (referred to as a slight) or a community feeling the 
paragon is the true source of their protection (referred to as a messiah threat). Both of these 
problems are serious and can lead to dire problems if not dealt with. 

Oaths 

Taking an oath to your deity can help with slights and messiah threats. You can make a 
promise to your deity on future actions or behaviours. This should be something that is 
reasonable to occur and following the oath should be difficult. For each oath you take your 
deity will ignore one slight and one messiah threat until they escalate for which another oath 
should be taken to continue the ignorance. 

If you break an oath create or increase the seriousness of slights. Your deity may send other 
paragons to punish you, refuse you miracles or banish you from the religion (and potentially 
try and kill you). 

Ascension 

If a messiah threat is allowed to foster and many threats happen in many communities, treat 
it as a schism. A deity will ignore oaths and take actions once half of the communities have 
messiah threats or one turns very serious. The communities will see you as a near deity, 
other deities will view you as a threat and try to eliminate you in this time but if you manage 



to stop the worship of your former deity then you will become a deity. At this point you should 
retire your character and play as a new character, possibly a worshiper of your old character. 



